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Introduction 


You do not need to read any part of this book to play the game. 


This Compendium discusses many of the individual cards and tokens in the game in greater detail, and addresses various subtleties and special situations that can arise. You are encouraged to 
consult it if you find yourself uncertain or confused about how to resolve a specific game effect, but it only contains clarifications; all necessary rules are on the cards themselves (or in the main rulebook). 


Heroes In Detail 


The Acolyte 


The Acolyte has powerful attacks, unusual methods of recovery, 
and the ability to manipulate the undead. However, he has 


low GM and weak defenses. 


Gloat, False Life, and Leech Life: These all allow the Acolyte to 
recover GM, but he cannot enter the Monastery while any of 
them are exhausted. (He must somehow refresh them outside the 
Monastery, e.g., with a hide action.) If an effect gives the Acolyte 
a choice of either moving to the Monastery or something else, 
he must choose the other option if any of these powers are 

exhausted. In the rare event that an effect forces the Acolyte 
to move to the Monastery involuntarily, he does not move. 


Gloat: When using this tactic, the Acolyte always experiences 
the failure effect for the combat (if any). If the Acolyte succeeds 

on the roll, he receives both the failure effect and the success 

effect (if any), making this tactic especially effective in combats 

that have an explicit reward for success and/or lack a penalty 
for failure. 


The Acolyte also gains (a for each success. He can choose to gain 
{Neither before or after applying the failure effect (see 14.3.1). 


False Life: Since this card is used “at any time” (see 14.3.2), it can 
be used reactively when the Acolyte takes a & and has no &ito 
save himself (provided the normal conditions for using the card are met). 


Final Rest: When using this tactic, the Acolyte loses GW if any 
die in the fight roll results in a1, regardless of the source of that 
die; however, he never loses more than 1 4 from this card, 
regardless of how many 1’s are rolled. The Acolyte can choose 
whether to lose G3 before or after applying other results of the 
combat (see 14.3.1), so. an Acolyte who suffers a $¥ from the 
combat and simultaneously loses 1 GM from this card only needs 
1 Gin order to survive. 


Blinding Black: This causes the Necromancer to ignore the 
heroes and move according to the arrows on the map. 


Dark Veil: This card has two possible effects; using either one 
of the effects exhausts the card, and therefore the Acolyte can 
typically only use one at a time. 


The first effect protects the Acolyte from all blights’ effects. 
This does not protect other heroes, nor does it interfere with 
blights like Desecration that would not directly affect the 
Acolyte anyway. 


The second effect can be used to escape after an unsuccessful 
attack action on a blight. 


Call to Death: This power allows the Acolyte to attack 2 blights 
with a single action. Make only a single die roll, choosing 
a tactic as normal (but include one more die than for a normal 
attack). After rolling, divide the dice into two pools, assigning 
one to each of the blights, and resolve as two separate attacks. 


Forbidden Arts: With this power, the Acolyte can roll an 

unlimited number of dice in fight rolls, but each die added 
by this card carries a risk of increasing the darkness level. 
Since the number of dice is unlimited, success is effectively 
guaranteed unless he chooses to stop rolling. 


Example: The Acolyte uses Call to Death to attack a Lich anda 
Spies. For his Tactic, he chooses Final Rest, which lets him fight 

| with 3 dice. He rolls a total of 4 dice (3 from Final Rest, +1 from 
Call to Death) and gets 5, 4, 1, and 1. 


He chooses to allocate 5 and 1 to the Lich, and 4 and 1 to the Spies. 

The Lich has a might of 5, so he wins the fight and destroys it. 
The Spies also have a might of 5, but the highest die he allocated 
to them is a 4, so he fails this fight, and suffers the Spies’ defense 
(lose 1\G)). He also loses 1&3) for each attack (part of the standard 
attack rules), and Final Rest causes him to lose a 2 because at 
least one of his dice rolled a 1. Thus, in total, the Acolyte loses 3 ty. 

and 1 &J, but destroys the Lich. 


Ifhe had rolled two 5’s, he could have destroyed both blights. 


The Alchemist 


The Alchemist can use Tinctures to bestow lingering beneficial 
effects to a single hero. 


Tinctures: Each of these cards can be activated on one hero at 
the Alchemist’s location (including the Alchemist himself) as an 
action. The Tincture remains active until a specific condition 
is met, which is different for each Tincture. If the Alchemist 
possesses several Tinctures, they can all be active simultaneously 
(either on the same hero or on different heroes), but each one requires 
a separate action to activate. If a particular Tincture is already 
active, the Alchemist can spend another action to move it to a 
new target, but only one target will be affected at a time (see 14.1). 


Tincture of Desperation: This only deactivates when your 4 
actually changes to a higher value; if something prevents the 
increase (e.g., a Taint blight blocks the effect, or your Gis already 
at the highest value allowed by the effect in question), the Tincture 
remains active. 


Tincture of Fate: Choosing to fail without rolling is described 
in rule 12.3 (“Pulling Punches”). Recall that a roll only counts as 
a failure if none of the dice succeed (see 5.0), so if you roll at least 
one success, the Tincture will remain active. 


Tincture of Harmony: This only deactivates when your Gy 
actually changes to a lower value; if something prevents the 
decrease (¢.g., the Priest saves you with Intercession, or you were 
instructed to lose GX but ‘you were already at 0), then the Tincture 
remains active. 


Tincture of Isolation: This deactivates when you would lose 
(Gieven ifyou have no to lose. 


Tincture of Peace: This deactivates when you perform the 
standard attack or search actions, but not if you make a fight 
roll or receive a search result for some other reason. 


Distill: Essentially, this works whenever you gain a treasure 
chest or artifact “naturally,” but not when you get one from a 
power card (such as Transmute), when another hero trades one 
to you, or when you retrieve one from storage at the Monastery. 


Transmute: This power lets the Alchemist trade green-backed 
items for treasure chests. The chests can then be used to draw 
power cards or traded to other heroes, as normal. You may 
Transmute items gained from Distill, if you wish (but the treasure 
chests gained from Transmute do not trigger Distill). 


Artifice: This can be used to draw artifacts instead of Alchemist 
power cards when using a treasure chest, supply cache, 
inspiration, or any effect that tells you to “draw a power card.” 
However, epiphanies cannot be used to trigger Artifice, since 
they do not draw from the top of your Power Deck. 


Once you have used Artifice to draw an artifact, that artifact can 
be traded to other heroes as normal. Thus, if another hero at 
your location has a treasure chest, you can effectively convert it 
into an artifact for them by taking the chest from them, using 

the chest to (try to) draw a power, using Artifice to draw an 
artifact instead, and then giving the artifact back to them. 


Artifacts gained from the Artifice power do not trigger Distill. 


If the Alchemist has Distill, Transmute, and Artifice all at the 
same time, you can chain them to convert a treasure chest 
received from a search into two artifacts (the chest triggers Distill 
to give you a free green-backed item, Transmute converts that 
green-backed item into a second treasure chest, and Artifice lets you 
turn both chests into artifacts). 


Magnum Opus: This special action can only be used once 
per game, after which the card is removed (it is not returned to 
the Alchemist’s Power Deck and cannot be drawn again, nor can it 
be exhausted for other effects). Using a Tincture as a free action 
means to follow the instructions under the “Action” heading 
on the Tincture card (i.e., activate on a hero in your location). 


The Bard 


_ The Bard can bolster all heroes at his location with his Melodies. 


Melodies: Active Melodies benefit all heroes at the Bard’s location 
(including the Bard himself), but their effects are arranged such that 
the Bard can only play one Melody at a time. Using the Action 
portion of any Melody allows the Bard to switch to that Melody 
(orto no Melody) and also take another action; effectively, the Bard 
can switch Melodies “for free” immediately before taking his 
regular action. 


Ifthe Bard’s &¥ decreases, then whichever Melody is currently 
active is both deactivated and exhausted, rendering it unusable 
_until the Bard refreshes it (though the Bard could switch to another 


available Melody the next time he takes an action). Remember the 
Bard can choose to switch to no Melody in order to avoid this. 


Melodies are deactivated and exhausted whenever the Bard’s 
GX tracker actually moves to a lower number, but not ifa loss 
or expenditure is avoided by another effect (such as the Seer’s 
Prophecy of Safety) or a loss is ignored because he is already 
ato L 


Eucatastrophe: This power generates a total of 2 sparks each 
time a quest is completed; one goes to any hero of the Bard’s 
choice at the completed quest’s location, and the other to any 
hero of the Bard’s choice at the Bard’s location. If the Bard 
happens to be at the same location as the completed quest, 
then both sparks could go to the same hero (but do not have to). 


The sparks can go to heroes at the location of a Corruption blight, 
but if there is a Corruption blight at the Bard’s location, 
then this power does not work and no sparks are earned. 


Folk Remedy: You can choose any two types of blight to be 
affected by this card, but you must choose them immediately 
when you obtain the card and you can never change your 
choice (unless Folk Remedy is somehow returned to your deck, e.g., via a 
Tome of Retraining, and then you subsequently draw it again). 


Fabled Treasure, Legend Lore: These cards each have a one-time 
effect when the Bard first obtains them and then are completely 
removed from the game. For instance, they are not available to 

exhaust when the Bard is forced to exhaust a power, cannot be 
returned to the bottom of his deck with a Tome of Retraining, etc. 


If you wish to play without the mystery cards, Legend Lore 
gives a key instead. 


The Channeler 


The Channeler has the ability to become very strong for 
brief periods. 


Astral Effects: Most of the Channeler’s powers list a normal 

effect and an astral effect. Usually, the Channeler may use the 
normal effects and may not use the astral effects. However, 
from the moment the Channeler uses the Astral Surge power 

until her next turn, this is reversed, and she may use the astral 
effects but not the normal effects. 


If any of her powers are exhausted for any reason, this makes 
both the normal and astral effects unavailable until they are 


refreshed. 


Sah 


Astral Surge: There are two copies of the Astral Surge power, 
which differ only in that one of them may be selected as a 

starting power while the other may not. Using Astral Surge 
changes the effects granted by the Channeler’s other powers, 
and also provides an extra die on all rolls. 


If the Channeler has both copies of Astral Surge, she may use 
them on different turns in order to gain access to her astral 
effects twice before refreshing her powers. Alternatively, 

she may use both of them on the same turn, in which case the 
second copy produces no additional change in the effects of her 
other power cards, but still provides an additional die on all rolls. 


Eddy: The Channeler can intentionally fail (see 12.3) while using 
the normal version of this power to refresh another power card 
(but must suffer the normal effects of a failure if she does so). 


The Conjurer 


The Conjurer can create semi-permanent effects on the board 
and has many powers to bolster allies. 


Invisible Barrier: If this card prevents the Necromancer’s 
movement, then he does not change location, but still carries 
out other effects of the movement roll, such as creating an 
extra blight on a roll of 5-6 if the darkness card Creeping 

Shadows is in play. 


Mystic Mist: This blocks the effects of Spies, Crows, and Flux 
Cage blights in its location (no other blights published to date have 
effects that alter your (QJ). Blights’ defenses (the thing that happens 
ifyou attack and fail) are unaffected. Mystic Mist also makes it 
easier to elude foes by lowering their awareness (see 12.0). 


Shadow Scout: The Shadow Scout continues searching every 
turn until it succeeds. The search result is determined based 
on the Shadow Scout’s location but is given to the Conjurer 
(even if he is at a different location). 


Spectral Guard: This does not make it any easier to destroy 
blights, but it does make it safer, since heroes can avoid the 
(Gi loss from the attack action and also the penalty for failure. 


Elemental, Mirror Image: The Conjurer may use these powers 
on himself. 


Duplicate: If used on an artifact, this allows the Conjurer to draw 
a second artifact card (not to get a second copy of the first artifact card). 
Duplicate can also be used on gold-backed items (treasure chest, 
tome of retraining, psion stone) and green-backed items (bottled 
magic, charm, cursed ashes, skull token, soothing lyre, vanishing dust, 
waystone), but cannot be used on non-item rewards such as 
supply cache, epiphany, forgotten shrine, or stardust. 


The Crusader 


The Crusader has powers that are very strong, but cost &w 
to use. To help pay for them, he also has several powers to 
help regain Gu. 


Providence: For a single action, plus 1 point of 4, the Crusader 
performs a standard search action (see 8.0), and then makes 
a second die roll with the same target number. The search roll 
uses the normal search rules to determine its results, but the 
second roll always rewards a treasure chest if successful (no map 
card is drawn). 


Defiance: This card lets the Crusader convert 1 point of 
into 1 point of GW when he fails a combat roll (.e., when none of 
his dice are successes; see 5.0). The Crusader still experiences the 
normal effect of the failure (if any), but may choose whether to 
apply that result before or after using Defiance (or may choose 
not to use Defiance at all). Since many failures inflict a SY, 
the Crusader will often use the GM gained from Defiance to pay 
for the & but Defiance can be used even after combats with 
other penalties or no penalty at all. 


Anointed: This power gives the Crusader an extra die 
when performing the standard pray action. Additionally, the 
Crusader’s default Mis increased by 1, which has no immediate 
effect on his current 4, but increases the maximum level his 
@\ can reach from praying or certain other effects. Even if the 
Crusader chooses Anointed as one of his starting powers, it does 
not increase the &;Whe starts with on the first turn (though he 
could spend his first turn praying to gain additional Gy). 


Devotion: Upon acquiring this power, the Crusader immediately 
gains 2 Gy (even if this causes his (si to rise above its default value). 

For instance, if the Crusader chooses Devotion as one of his 
initial powers during setup, he will start the game with 7 &¥on 
his first turn. 


While the Crusader has the Devotion card, he also has the ability 
to convert 1 Ginto 1 spark at any time he would like (but no more 
‘than 3 times per turn). Remember that “at any time” effects can 
interrupt other effects; for instance, if the Crusader rolls well 
during a pray action and the 4 he would gain is curtailed by his 
default Gm level, he could convert some Gi he already has into 
sparks before resolving the effect of the roll to avoid “wasting” 


any of the 4. 


Communion: This power increases the Crusader’s default 
Nand also gives him “free” © whenever another hero at 
his location gains GW. For instance, this could trigger when 
another hero prays, when they search and discover a forgotten 
_shrine, or as a result of the Shaman card Dove Totem. 


Zeal: This card allows the Crusader to recover 4 “for free” 


when he does exceptionally well in any fight roll (2 or more » 


separate dice must roll greater than or equal to the target number). 
The Crusader cannot gain more than 14M from Zeal for each 
fight, regardless of the number of dice used. 


Because it requires at least 2 dice, this power does nothing when 
the Crusader fights with only 1 die, so it is often useless unless 
combined with at least one fighting-related power (such as Wrath, 
Resolve, Indefatigable, or Angelic Guardian). 


Seraphic Wings: This special action allows the Crusader to 
recover 1G (but not to raise his GX higher than its default value) 
without rolling dice and even without being in the Monastery. 
The Crusader may also perform a standard travel action 
immediately afterwards (at no additional action cost), but is not 
required to do so. Finally, if there are any quests ne markers 
at the Crusader’s location, he may remove one of the g markers, 
increasing the time before that quest expires (see 16.3). 


Although they can both be used as augmented versions of the 
standard travel action, Seraphic Wings and Crusade are separate 
actions, and therefore the Crusader cannot use both of them ina 
single action. 


Radiance: The Crusader lowers the ¢y by 1 if he rolls a 6 when 
fighting the Necromancer or attempting a quest. This is 
independent of whether he wins the roll or not. The @ is only 
reduced by 1 even if multiple 6’s are rolled. 


If one of the dice initially shows a 6 but a Holy Relic (see 15.2) 
turns it into a 7, then it is no longer a 6 and Radiance does not 
trigger; conversely, if the highest die is initially a 5 but a Holy 
Relic turns it into a 6, that will trigger Radiance. Remember the 

Holy Relic only increases the result of a single die; to win a 
fight against the Necromancer and simultaneously trigger 
Radiance typically requires that you have two 6’s before applying 
a Holy Relic. 


Indefatigable: This tactic permits the Crusader to use 2 dice 
(instead of the default 1) on a fight or elude roll. Each time the 
Crusader chooses to rely on this tactic, he must exhaust one 
of his power cards — which could be the Indefatigable card 
itself, but also could be any other power card he happens to 
have. If he chooses to exhaust Indefatigable, then he will not 
be able to use it again until it is refreshed, but if he exhausts 
other powers, he could potentially use Indefatigable several 
times in succession and then refresh all the exhausted cards 
at once with a single hide or pray action. 


Exhausting a power to pay for Indefatigable does not confer any 
other benefit that would normally be available by exhausting 
that card voluntarily; for example, Angelic Guardian could be 
exhausted at the start of a fight to use Indefatigable, or it could 
be exhausted after the initial fight roll for 2 additional dice, but 
not both (unless it were somehow refreshed between those two steps). 


Angelic Guardian: If the Crusader is ever unsatisfied with the 
result of one of his fight or elude rolls, he may exhaust this 
power to roll 2 additional dice. The roll is then resolved as if 
those 2 dice had been included as part of the original roll. 


This card always grants the full 2 additional dice, even if the 
Crusader earlier ignored some penalties to his number of dice 
(such as an Unholy Aura) because he had no spare dice to lose. 
(Remember, heroes always roll a minimum of 1 die, regardless of all 
penalties; see 5.0.) 


The Druid 


The Druid has the ability to specialize for different tasks by 
shape-shifting into various Forms. He also has strong survival 
abilities. 


Forms: The 5 Form powers (Sprite Form, Mist Form, Wolf Form, 

Raven Form, and Tree Form) are arranged so that activating 

one deactivates the others, so the Druid cannot utilize more 
than one at a time. Except for Mist Form, all the Form powers 
include an action that the Druid can use either to switch to 

that Form or switch back to “human form” (deactivate all Forms), 
effectively allowing the Druid to switch to any available Form 
for a cost of 1 action. 


Each Form has an associated drawback. Sprite Form, Wolf Form, 
and Raven Form all prevent the Druid from gaining GM, so the 
Druid will need to shift out of them when he needs to recover. 
Tree Form helps the Druid to recover 4, but prevents most 
actions. 


Mist Form: Instead of shifting to Mist Form as an action, 
the Druid can assume Mist Form reactively to avoid a &. 

however, when doing so, he not only deactivates but also 
exhausts any previously-active Form, making it temporarily 
unavailable. The Druid can then shift to any other (non-human) 
Form for free at the start of his next turn, or he can shift back 
to “human form” by traveling. There is no direct downside to 
being in Mist Form, but you cannot use it to negate another 
& until you shift to another Form (since that ability only works 
while the power is “inactive”). 


Celerity: This special action combines shape-shifting with a 
travel action, allowing the Druid to do both in a single turn. 
The “travel” part of the effect always happens in “human form,” 
and so will never benefit from Raven Form’s increased speed 

or Sprite Form’s ability to ignore Curses, Webs, or Flux Cages, 
but also will not be hindered by Tree Form. 


Animal Companion: This tactic makes the Druid more effective 
in fights. There is no limit to how often the Druid can use this 
tactic as long as he wins; however, ifhe loses a fight while using 
this tactic, it becomes exhausted (the companion is hurt). 


Visions: This power allows the Druid to anticipate and avoid 
any harmful event card. You can see the event you are drawing 
before choosing to use Visions, but you must choose before 
resolving any part of the event (for instance, you cannot see the 
result of a die roll). 


Tranquility: This power increases the Druid’s default GM. 

This has no immediate effect on his current 44 when he first 
receives it, but increases the maximum level of GM he can 
attain through prayer, Tree Form, and certain other effects. 


Fight or Flight: This power makes the Druid better at fighting 
OR better at eluding, depending on his current condition 
(but never both at once). 


Hibernate: This power allows the Druid to earn “free” sparks 
on any turn when he does not use the attack, search, or pray 
actions. For instance, he could earn a spark after spending 
his action to hide, travel, or shape-shift; he could even spend 
his action to meditate for a spark, then earn a second spark 
from this power. This does not give a spark during rounds 
when the Druid has lost his turn (since he has no turn during 
which it could activate). 


The Enchanter 


The Enchanter can bestow an elemental essence upon all heroes 
simultaneously, giving everyone its blessing and curse, regardless 
of their location. 


Essences: While active, Essences provide both a benefit anda 
drawback across the entire board. Using an Essence as an action 
can either activate that Essence while deactivating all others, 
or deactivate all Essences and leave none active. Thus, normally, 
only one can be active at a time. 


However, with the Attune power, the Enchanter can exhaust 
any power to activate or deactivate any Essence individually, 
regardless of what Essences are already active; this makes it 
possible to have more than one active at a time. 


Essence of Water: Notice that this applies only to losing (%, 
not to spending (J. 


Tap Power: The Enchanter can add as many dice as she likes 
toa fight roll, one at a time, by exhausting any of her powers 
for each die she wants to add. She can even exhaust Tap Power 
itself to add a die, but once it is exhausted she loses access to its 
effects, so afterwards she will not be able to continue adding 
dice by exhausting other powers (until she refreshes Tap Power). 


‘Emblazon: Unlike most powers in the game, Emblazon cannot 
be used to the direct benefit of its owner. 


The Exorcist 
The Exorcist receives Boons at random intervals. 


Boons: Boons have a random chance to activate at the start 
of the Exorcist’s turn and can subsequently be deactivated 
for various benefits. 


If the Exorcist has multiple Boons, he does not make 

a separate roll for activating each Boon, but instead makes a 
single roll that may activate multiple Boons depending on 
its result. 


Courageous Boon: Since heroes are entitled to choose the 
order of resolution for “simultaneous” effects (see 14.3.1), 
Courageous Boon may be deactivated for a benefit “at the 
start of your turn” either before or after making the die roll 
to activate Boons; if you activate it before the Boon roll, 
and you reactivate it by rolling a 5, you may even immediately 
deactivate it again for a cumulative effect, if you wish. 


Protective Boon: This does not turn an unsuccessful roll into 
a successful one, but allows you to ignore any effect that is 
dependent on the outcome of the roll. 


Example: The Exorcist attacks a Curse blight, but fails the 
fight roll. By using Protective Boon, he may ignore the blight’s 
defense, and thus avoid losing ak; however, this does not allow 
him to destroy the blight, and he still loses 13) for attacking 
N (since that effect is not dependent on the die roll’s outcome). 


Example: The Exorcist has Protective Boon, Courageous 
Boon, and Mysterious Boon. At the start of his turn, he rolls 
2 dice and gets a3 and a5; he activates Courageous Boon 
(for the 5) and Mysterious Boon (for the 3), but not Protective 
Boon (which requires a 4). 


Fervor: The Exorcist gains a spark if none of the dice match 
the numbers of his current Boons, or if the Boons whose 
numbers are rolled are already active. If all of his Boons are 
already active, he is guaranteed to get a spark. However, Fervor 
can only trigger if he makes a Boon roll in the first place, 


which means the Exorcist must have at least one non-exhausted 
Boon in his possession, and must not be under the effects of 
a Corruption blight. 


Banish, Ivory Bell: Notice that these powers work when the 
Exorcist attacks the Necromancer (using an attack action), 
but not when the Necromancer attacks the Exorcist (during the 
event step of the Exorcist’s turn). 


Resonance: This power only works under very specific 
conditions: You must wait for a blight to attack you, then choose 
to defend yourself by fighting (not eluding), and then rolla 6 on 
that defense roll. If you meet all of those conditions, you may 
exhaust Resonance to destroy that blight. 


Condemn: This is not an attack action and does not require a 
fight roll; you simply destroy the chosen blight automatically. 
(But since this is an action and also causes the Exorcist to lose a turn, 
it typically cannot be used more than once every two rounds.) 


Cast Out: Once used, this card is removed from the game (it is 
not returned to the Exorcist’s Power Deck and cannot be drawn again; 
it also cannot be exhausted to pay for other effects). One darkness 
card of your choice is removed from the game, which does not 
negate any effects that darkness card has had up until now, 
but prevents it from having any further effects in the future. 
Do not draw a new darkness card to replace the removed one. 


The Knight 


The Knight is a capable fighter and draws strength from her 
Oaths, which reward her for keeping her promises. 


Oaths: The Knight can activate any of her Oaths as an action, 
but once one is active, she cannot activate another until she either 
fulfills or breaks the first one. Each Oath provides a benefit while 
active, a reward if fulfilled, and a penalty if broken. The only way 
to deactivate an Oath is to fulfill or break it. Once fulfilled or 
broken, the Oath must be deactivated, although in some cases 
the reward might allow an immediate reactivation of the Oath. 


Oath of Valor: This Oath breaks if the Knight attempts to elude 
in any combat. It does not break if she chooses to automatically 
fail (which may be the only way to avoid breaking it if confronted with 
a combat where fighting is not an option). 


Reckless Abandon: Since this is a tactic, it cannot be combined 
with Charge, though if the Knight has both she can choose 
in each combat which she would prefer to use. If she uses 

Reckless Abandon and still fails, she both loses a Gand suffers 
the usual failure effect. If she rolls one success, she gains the 


usual success effect (for instance, she could destroy a blight) and 
avoids the failure effect, but loses 1G. Remember that a Holy 
Relic increases only the highest die in a fight roll, and therefore 
will not help earn.a second success. 


Outflank: At any given time, this power provides an extra die 
either on fight rolls or on elude rolls; but which one the Knight 
receives changes as she uses it. 


The Mercenary 


The Mercenary has many offensive abilities and can gain 
rewards by destroying blights. 


War Powers: Spoils of War, Drums of War, Dogs of War, Fog of 
War, and Glory of War can be exhausted to provide additional 

rewards for destroying blights. The Mercenary can only use 

one of them each time he destroys a blight, but if he destroys 

multiple blights in a single turn (e.g., by using Dogs of War after 

the first one to make another attack), he can use one for each blight 

destroyed. 


Exotic Style: If the Mercenary uses this tactic and fails the roll, 
he suffers the failure effect twice; for instance, when defending 

against a Zombies blight, 2 2 will be suffered, or when attacking 
a blight, its defense is applied twice. Success effects (such as the 
© reduction from a Cultist event) or effects that do not depend on 
success or failure (such as losing Gi for attacking a blight) are 
never doubled. 


Even if the Mercenary uses Exotic Style in a failed attack on 
a blight, a successful use of Withdraw can prevent him from 
suffering the blight’s defense at all. 


Wild Style: The first roll effectively raises the target number 
for the main roll. This can only make the fight roll harder; 
a roll below the normal target number has no effect. 


The first roll is not a fight roll. Normally, the Mercenary only 
rolls one die on this roll, and so must choose the only die rolled, 
but if he gains extra dice (e.g., by spending sparks), he only uses 
the lowest result. 


Withdraw: This is not a fight roll, and therefore cannot be 
modified by tactics or other powers that affect fight rolls 
(such as Masterwork Blade), but the target number is still the 
blight’s might. Even if this roll succeeds, the Mercenary can 
still collect sparks from Determination for failing the initial 
attack (Determination could even be resolved first, and then the 
sparks spent on the roll to Withdraw, if he wishes). 


Example: The Mercenary uses Wild Style to attack an Evil 

Presence blight (which has a might of 4). His first roll is a5. 
Because of this, he now needs to roll a 6 or higher on his fight roll 
(using 4 dice) in order to win the combat; any dice that roll a5 
or lower will not count as a success even if they beat the blight’s 
might of 4, because they are not higher than the first roll. 


The Mesmer 


The Mesmer can alter other heroes’ abilities by inducing in 
them strong emotions. 


Delusions: Fool’s Courage, Child’s Wonder, Martyr's Faith, 
Ascetic’s Peace, and Dreamer’s Focus all bestow a single hero 
(possibly the Mesmer himself) with both an advantage anda 
drawback. Each can affect a single hero at a time, and any or 
all of them may be in effect at the same time. 


Although it requires an action to activate or deactivate any of 
these powers, the Mesmer may follow up by using any Mesmer 
power as a free action; this effectively allows him to redistribute 
any or all of these effects in a single turn, and optionally end the 
chain by using another Mesmer power such as Suggestion or 
Pilfer Secrets (but not a standard action such as searching). 


Telepathy: This power extends the range of many of the 
Mesmer’s other powers; it applies to Suggestion, Revise Memory, 
Borrowed Memory, and the five “delusions” previously 
mentioned. In combination with Telepathy, Suggestion allows 
you to move any hero to a location adjacent to that hero’s current 
location (regardless of the Mesmer’s location). 


Revise Memory: This may be used on an artifact, but the artifact 
goes to the bottom of the Artifact Deck, and the replacement 
power comes from the hero’s regular Power Deck. The targeted 
hero is not required to lose a power; Revise Memory can be used 
purely to generate sparks, if desired. 


Illusory Weaponry: A fight roll made against an enemy's @@" 
is still a fight roll (not an elude roll) and otherwise follows all the 
normal rules for fight rolls; similarly, an elude roll made against 
an enemy’s @is still an elude roll, not a fight roll. 


If the enemy's @ or #@ is listed as “,” then the corresponding 
combat option is unavailable (see 12.0) and Illusory Weaponry 
provides no benefit. 


Example: The Mesmer is in a location with a Zombies blight 
and an Unholy Aura blight. At the end of his turn, he must 

defend against the Zombies, and chooses to use his Consume 

Dreams tactic, but uses Illusory Weaponry to roll against the 
Zombies’ of 3 instead of their @ of 5. Since this is still a 

fight roll, the Unholy Aura still reduces the number of dice he 
can roll by 1, leaving him only 2 dice instead of the 3 normally 
allowed by the Consume Dreams power. 


So © Se 


Example: The Mesmer draws the Cultist event (5 @; ©) 
and uses Illusory Weaponry to fight against its & of3.Ifhe ] 
succeeds, this counts as “winning a fight,” and so will reduce 


the @ by 1. 


Borrowed Memory: This allows the Mesmer to “share” the 
use of another hero’s power, but only the parts of that power 
labeled as a tactic or bonus (and not, for instance, action effects). 


This does not create a copy of the targeted power card; if that 
power is exhausted or somehow removed from play (e.g., as a 
result of the Metamorphosis event), both the Mesmer and the 
original owner will lose its benefits. 


The targeted power is not considered to belong to the Mesmer 
for other purposes; for instance, he does not refresh it when 
hiding or praying, and may not choose to exhaust it when 
forced to exhaust a power by an event or a blight. Of course, 
the Mesmer may still exhaust the Borrowed Memory power 
itself, which will suppress it (see 14.2) and thus cut off his 
access to the targeted power’s effects until Borrowed Memo 

is refreshed. ; 


A Confusion or Corruption blight at the location of the hero 
who owns the targeted power blocks tactic or bonus effects 

of that power for both the owner and the Mesmer, even if 
the Mesmer is in another location. However, a Confusion or 
Corruption blight at the Mesmer’s location has no effect on 
the targeted power (unless the owner is also present), since it is 

not the Mesmer’s power. 


Tactic or bonus effects of the targeted power that normally 
provide some benefit to heroes other than the owner are 
applied as if the Mesmer were also an owner. 


For powers with multiple modes (such as the normal and astral 
effects on some of the Channeler’s powers, or the Nymph’s season- 
dependent powers), the Mesmer uses the same mode that the 
owner would. 


Notice that some power cards will provide negligible benefits 
when targeted with Borrowed Memory even if they include 
tactic or bonus effects. Choose your target wisely. 


Example: The Mesmer activates Borrowed Memory on the Knight’s 
Consecrated Blade power; Consecrated Blade now grants +1 die 
in fights to both the Knight and the Mesmer. 

—— 
Example: The Mesmer activates Borrowed Memory on the 
Valkyrie’s Visions of Death power; Visions of Death will now 
activate when either the Valkyrie or the Mesmer suffers a 
& (since that is a bonus effect), but only the Valkyrie may 
deactivate it for an extra die (since that effect is neither a tactic 
nor a bonus). 


Se Cae 


Example: The Mesmer activates Borrowed Memory on the 
Wizard’s Lightning Strike power; either the Wizard or the 
Mesmer may now use Lightning Strike as a tactic to fight with 
3 dice, but if either of them succeeds, Lightning Strike will be 
exhausted and neither of them will be able to use it again until 
the Wizard refreshes it. 


—— 


Example: The Mesmer activates Borrowed Memory on the 
Priest’s Calm power; all heroes who are at the Priest’s location or 
at the Mesmer’s location may pray. 


— 


Example: The Mesmer activates Borrowed Memory on the 
Channeler’s Eddy power; the Mesmer can normally use Eddy 
to elude, but if the Channeler uses an Astral Surge, the Mesmer 
can use Eddy to fight (but not to elude) until the Channeler’s 

next turn. 


—_ 


Example: The Mesmer activates Borrowed Memory on the 
Wizard's Invisibility power; this allows the Mesmer to use the 
tactic effect from Invisibility to activate Invisibility, but since he 
does not gain access to Invisibility’s active effects, this will not 
actually help him to elude anything. 


The Monk 


The Monk enhances the effects of his powers through a unique 
resource called “Chi.” 


Chi: Most of the Monk’s power cards list both an ordinary 
effect and a Chi effect. The Chi effect cannot be used normally, 
but is enabled through the use of his other powers (Chi Burst, 
Focus Chi, Gather Chi, Harness Chi, and Spark Chi), which each 
allow a Chi effect to be used at a certain cost. 


Patience: This tactic is potent when the Darkness Track 

(see 9.0) is at an odd number, but weak when it is at an even 
number. The Chi version of the card adds 1 to the Monk’s 
highest die, but still determines its number of dice based on 
the @ value, like the regular version. 


Notice that both effects on this card are tactics, and therefore 
they may not be combined with other tactics (including each other), 
nor may the Monk spend additional Chi to further increase 
Patience’s effectiveness (though he could spend additional Chi to 
enhance Patience in separate combats). 


Clarity: The Chi bonus on this power is used during a successful 
search action, after drawing a map card (or cards), to claim the 

search result shown on the card for a location of your choice, 
rather than the location you are actually in. You can look at the 
map card before deciding to use it. 


Redirect: This card affects a single blight if activated without Chi, 
or all blights at a location if activated using Chi. In both cases, 
activating it requires an action, and its duration is the same. 


Chakra: Since the Chi effect on this card is a bonus, it could 
potentially be used several times to cumulative effect if the 
Monk is willing to spend sufficient Chi. 


The Nymph 


The Nymph changes the effects of many of her powers by 
entering different seasons. 


Seasons: The Nymph has four season powers: Autumn, Winter, 
Spring, and Summer. Each of these provides a unique advantage 
and disadvantage while active, and they are arranged such that 
she cannot have more than one active at a time. 


Using any seasonal power as an action deactivates the current 
season (if any), provides a one-time benefit, and then optionally 
activates the season being used. This means the Nymph can 
switch to a season by using it, and can turn all seasons off by 
using any of them. 


She also has a power called Equinox that can be exhausted to 
switch seasons (or to no season) at any time, without using an 
action. Using Equinox does not provide the one-time benefit 
she would gain from using a season as an action. 


Season-Dependent Powers: Five of the Nymph’s powers 
(Gust, Overgrowth, Bloom, Storm, and Solstice) have different 
effects depending on the currently active season power. 
These powers only provide the effect listed after the name of 
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the current season (or the effect listed after “none” if no season is 
currently active); the other four effects are inaccessible unless 
the Nymph activates the corresponding season. 


However, each of these cards still only counts as one power. 
For example, if the Nymph exhausts Gust to attack twice while 
Autumn is active, and then switches to Summer, Gust will still 
be exhausted and she will need to refresh it before she can use 
it to search twice. 


If the Nymph does not yet have a particular seasonal power, 
then she cannot activate it and therefore cannot use the 

corresponding effects on these cards. If she does not have 
any seasonal powers, then she only has access to the effects 
listed after “none.” 


The Paragon 


The Paragon can bolster all heroes at his location using Auras, 
and also has powers that will discharge his Auras for enhanced 
effects. 


Auras: Five of the Paragon’s powers are Auras that benefit all 
heroes at his location (including him) while active. Any or all of 
these Auras could be active simultaneously, but each requires 
a separate action to activate. If the Paragon moves, his Auras 
move with him. 


Four of the Paragon’s other powers (Rebuke, Effusion, Consecrate, 
and Pilgrimage) have an improved effect if any of the Paragon’s 
Auras are active, but force him to deactivate one when used. Each 
of these powers also has a more limited effect that can be used 
when no Aura is active, but if any Aura is active, the Paragon 
must deactivate one when using any of these four powers. 


Aura of Temperance: Notice that the Paragon will typically 
earn a spark from this Aura on the turn that he activates it. 
If a hero spends any resources towards a quest or mystery 
(actions, items, sparks, etc.), that counts as “attempting” that 
quest or mystery, even if no actual progress is made. 


Consecrate: The Paragon cannot use this action unless he has 
an item to discard. The first power card granted by using this 
action can go to any hero at the Paragon’s location (including 

the Paragon himself). A second power card is granted if an Aura 
is active, and can only go to the Paragon (thus, the Paragon 
could potentially draw 2 power cards when using Consecrate with 

an Aura active). 


Pilgrimage: Note that this power says “move,” not “travel,” 
and therefore does not normally result in gaining GJ. 


The Priest 


The Priest can bestow Blessings on other heroes that provide 
ongoing benefits. He also has many powers related to protection 
and recovery. 


Blessings: The Priest may activate one Blessing on any hero at 
his location (including himself) for an action. The Blessing stays 
with that target and provides its benefits to them until the Priest 
spends another action to move it to a new target (see 14.1). 

Allof the Priest’s Blessings may be active simultaneously, on the 

same target or different targets, but each one requires a separate 
action to activate. 


Call: This action can be used purely to generate sparks, or it 
can be used to apply a Blessing to any hero (including a hero 
at another location). Once the Priest has Call, he will probably 
not wish to use regular actions on his individual Blessings, 
since Call can activate them just as efficiently while also 
creating sparks. 


Benediction: This special action allows the Priest to restore Gt 
to any hero at his location, without rolling dice and without 
needing to be in the Monastery. If the target ends up with 
more 4M than the Priest, then the Priest also gains Gat no 
additional cost (even if this results in the Priest having more than his 
default ****). The Priest can target himself with this ability, but 
since the Priest will never have more 4 than himself, he only 
gains a single G4 when he does so. 


Intercession: This allows the Priest to use his personal & in 
place of the GM for any hero at his location, effectively taking 
damage for them or paying for any &y\-activated abilities 
(such as the Crusader’s Wrath or Providence cards). 


Mercy: This allows all heroes at the Priest’s location (including 
the Priest himself) to spend sparks in lieu of GM (for example, 
when taking a‘$€). In combination with the Intercession power, 
this allows the Priest to use his own sparks in place of another 


hero’s Gy. 


Calm: This power allows all heroes at the Priest’s location 
_(including the Priest himself) to use the standard pray action, 
even if they are not in the Monastery. 


Miracle: With his power, the Priest can reroll any die roll he 
makes at a cost of 1G. This affects all dice used in the roll 
(including dice added after the initial roll, e.g., via a bottled magic) 
and invalidates the original result. 


If the reroll is still unsatisfactory, he can spend another Gu 
to reroll again, and may continue to reroll until he runs out 
of GX or chooses to stop. 


The Prince 


The Prince can organize the people of the kingdom to help in 
the struggle against the Necromancer, laying down cards that 
benefit all heroes in a location. He also has reliable combat 
options and several powers that can bolster other heroes, 
but often has trouble maintaining secrecy. 


Area Powers: Resistance, Chapel, Safe House, Search Parties, 
and Support Network can all be activated in the Prince’s 

current location when he spends an action and some i to do 
so. Once active, the powers will remain in that location even if 
the Prince leaves, and continue to provide their active effects 
to any heroes who happen to be in that location. Each card can 
only affect one area at a time, but the Prince can move a card 
to a new location by paying its cost again (action and Gj). It is 

possible to have several of these cards active simultaneously in 
a single location (but the Prince must set them up one at a time). 


Inspire: As an action, the Prince can activate this power on 
himself or any other hero at his location. Once placed, the power 
remains with that hero (even if they are separated from the Prince) 
until that hero chooses to use its effect, deactivating it for 3 
extra dice on one roll. The Prince can always spend an action to 
activate this on a new target, even if the previous target has not 
used it yet, but it can only be active on one target at a time. 


Planning: This power allows the Prince to lay plans in his 
downtime, energizing him with a spark whenever he spends 
his action to hide, pray, or use a Prince power card (such as Inspire, 
Secret Passage, Resistance, etc., but not when he uses a tactic or bonus 
in the course of a standard action, such as using Strategy as part of an 
attack action). Other heroes in his location can also benefit from 
his leadership, earning sparks when they hide or pray, too. 


Exemplar: With this power, the Prince’s enthusiasm encourages 
his allies; whenever he gains sparks, he can give an equal number 
of sparks to one hero at his location, effectively doubling the total 
amount of sparks gained. The Prince can even give the bonus 
spark(s) to himself, but cannot earn bonus sparks on the 
bonus sparks. 


The action on this card allows the Prince to gain 3 sparks 
(triggering the bonus, allowing him to also give 3 sparks to an ally, 
for a total of 6 sparks), but he loses his next turn after using it. 


Rebellion: Whipping the people into a frenzy, the Prince can 
mount a powerful attack against a blight or the Necromancer. 
However, this tactic can only be used as part of an attack action; 
never for self-defense or when attempting a quest. 


Secret Passage: Through knowledge of escape tunnels placed 
strategically throughout the kingdom, the Prince can earn 
2 (Gj when spending his action on movement (instead of the 
1 (QJ he would normally get when using the standard travel action). 
If he also has the Planning power, he can earn a spark at the 
same time. 


Divine Right: The Prince adds 1 to each die he rolls during a pray 
action, increasing the chances of success. He also increases his 
default Ga by1, which has no immediate effect on his current GX, 
but increases the maximum value his can reach from prayer 
or certain other effects. 


The Ranger 


The Ranger has powers that give him potent advantages in 
specific locations. 


Specific-Location Powers: Mountaineer, Forester, Hermit, 
Vagrant, and Forgotten Ways each provide the Ranger with 
a benefit if he is in a specific location, as described on the card. 
They provide no benefit while in a different location. 


Hermit: While the Ranger is in the Swamp, this prevents the 
Necromancer from detecting him during the Necromancer’s 
movement roll. If the Necromancer moves to the Swamp 
anyway, it does not prevent the Ranger from losing or 
being attacked by the Necromancer. 


Poison Arrow, Silent Shadow: These tactics may result in 
applying both or neither of the normal success or failure 
effects for a fight roll. 


Race the Hare: This may cause the Ranger to change locations 
during the “end” step of his turn — possibly multiple times. 
If this occurs, do not resolve any more end-of-turn effects for 
his old location, but resolve all end-of-turn effects in his new 
location that have not resolved yet. 


Feral Spirit: This power is triggered any time the Ranger 
is instructed to gain (Gj, even if his secrecy tracker would not 
actually move; for instance, it triggers when he uses the 
standard travel action (gaining 1 QJ up tos) even ifhe already 
has 5 or more (QJ. 


If the Ranger gains multiple (as part of a single instruction 
(for instance, if the Exorcist uses Cloister to give the Ranger 2 Gp), 
Feral Spirit is only triggered one time and replaces the entire 
gain if the Ranger chooses to use it. 


Hunt: This power is triggered any time the Ranger is instructed 
to gain (J, even ifhis secrecy tracker would not actually move; 
for instance, it triggers when he uses the standard travel Action 
Gaining 1 Gj up tos) even if he already has 5 or more (Gi. 


The benefit of this card is a tactic (so it can only be used during a 
combat and cannot be combined with other tactics), but it can only 
be used if the card is already active. The effect that activates 
the card is a bonus. 


Pathfinding: All heroes moved with this power must start at the 
same location and end at the same location. The Ranger must 
be one of the heroes moved. Though the effects of this power 
are similar to a standard travel action, it does not actually count 
as traveling, and therefore will not trigger effects that react 
to traveling (such as several of the Wayfarer’s powers). 


Example: The Ranger attacks a Curse blight with Silent Shadow 
and rolls a 4 and 2. The blight is not destroyed, but the Ranger 
does not suffer its defense (he loses no tsk). He still loses 1) for 
performing an attack action, since this is not contingent upon 


success or failure. 


Example: The Ranger is at a location with a Spies blight and a 
Zombies blight. He chooses to resolve the Zombies first and uses 
Race the Hare, rolling a 6. He moves to an adjacent location with 
a Skeletons blight and a Shades blight. At this point, he cannot 
resolve the Spies blight (even if he wants to), but he must resolve 
the 2 new blights. 


ee 


The Ranger uses Race the Hare again against the Skeletons blight, 
rolls another 6, and chooses to move back to his original location. 
He has already resolved the Zombies blight in this location on the 
current turn, so he only resolves the Spies blight, and then his turn 
is over. 


The Rogue has powers that are strong, but cost Gj to use. To help 
pay for them, he also has several powers to help regain (QJ. 


Contacts: This power allows the Rogue to gain Qjat any time. 
This can be used after drawing an event card or after the 
Necromancer makes a movement roll in order to change 
the outcome, or between the “start” and “event” steps of the 
Rogue’s turn to prevent the Necromancer from catching him. 


Smuggling Network: This power gives the Rogue two distinct 
options: He can spend (GJ to move without using up his action 
for the turn, or he can exhaust the card to gain extra (QJ while 
spending his action to move. He cannot spend 2. Gj to use the 
first action twice in a row, but he can use the first action and 
then follow it up with either the second action or a regular 
travel action. 


Vanish: Unlike most combat rolls, there is a benefit for a second 
success (that is, a second die whose result is greater than or equal to the 
target number) when eluding with this tactic, allowing the Rogue 
to gain ) by disappearing so thoroughly that his enemies 
believe he was never there. 


Skulk: This tactic not only provides the Rogue with extra dice 
when eluding, but also adds 1 to the result of his single highest 
die (like a Holy Relic does for fight rolls). This can greatly improve 
the Rogue’s chances of success on difficult elusion rolls, 
but remember that tactics cannot be combined, and so he 
cannot use both Vanish and Skulk at the same time. 


Stealth: This card allows the Rogue to spend G4 in lieu of 
spending or losing Gj. He only needs to spend a single GM 
even if he would normally spend or lose multiple G from 
a single source, but the &3\ needs to be spent even if the 
would have been lost. 


Adrenaline Rush: This gives the Rogue sparks whenever he 
spends (J, such as when using his Ambush or Eavesdrop powers 
(also when he would normally spend SF but uses his Stealth power card 
to avoid doing so). It does not give sparks when he loses &} (such as 
when attacking a blight or starting a turn at the Necromancer’ location). 


Unpredictable: This allows the Rogue to roll additional dice either 
in search actions or in attack actions, depending on its state. 
After being used, it switches to the other state. The Rogue can 
also put it into the state of his choice whenever he gains Gj, 
such as when hiding, traveling, or using his Contacts power card. 


Note that Unpredictable cannot be used in fight rolls for quests 
or self-defense, but only as part of an attack action. 


Diversion: This action diverts the energies of a blight away from 
the heroes, nullifying its usual effects until the Necromancer 
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arrives to correct it. Diverting a new blight does not end the effect 
on a previous blight, and so several blights could be diverted 
at once (paying an action and a Qj for each one), and the effect 
remains in force even if the Rogue leaves the location. 


A diverted blight can still be attacked normally, but doing so 
is no safer than usual (the blight still has its full might value and 
will apply its defense to any unsuccessful attacker). 


Sap: This power reduces the might ofa single blight, making it 
easier to destroy (whether attacked by the Rogue or by another hero). 
Using this card does not take an action, but must still be done 

on the Rogue’s turn, and the card becomes exhausted. 


Sabotage: This power is one of the few ways to reduce the @y 
level. Sabotage has strict prerequisites (the Rogue must be in 
the same location as the Necromancer) and a substantial cost 
(an action and 1 Si, but succeeds automatically without the 
need for a die roll. 


The Scholar 


The Scholar can discover and activate fortifications that are 
locked to a specific location. 


Antiquities: Ancient Charm, Ancient Defense, Counterspell, 
Forgotten Sanctuary, and Waygate all activate in the Scholar's 
location as soon as he draws them, and they cannot be moved. 
(Thus, the Scholar may want to give some thought to where he wants 
to be when he opens a treasure chest.) 


However, they still count as the Scholar’s powers (even if he is 
not at their location); for instance, he can exhaust and refresh 
them following the regular rules. 


Find Weakness: This tactic adds 1 to the result of one of the 
Scholar's dice. Unlike the Holy Relics, which add 1 to your highest 
die, Find Weakness adds 1 to a single die chosen before the roll 
—thus, if the Scholar rolls multiple dice (e.g., using sparks, or his 
Ancient Sword power), he rolls the chosen die separately, adds 1 to 
its result, then rolls the rest of the dice. 


Thoroughness: This power allows the Scholar to draw an 

extra map card following a successful search roll, in the same 
way as if he had rolled multiple successes (see 5.0). Regardless 

of the number of map cards he draws, the Scholar still only 
chooses one search result to keep. The extra card draw from 
Thoroughness can be sacrificed to make progress on a quest 
(Dark Seed, The Lovers, or Warlock’s Lair) while still keeping the 
“regular” search result. 


The Scout 


The Scout uses powers that provide a benefit to all heroes at 
her location until the end of the round. 


One-Round Powers: Treasure Maps, Secret Paths, Shelters, 
Probe Defenses, and Patrol Routes each provide a benefit to 
all heroes (including the Scout) at the location where they are 
used until the end of the round, at which point they become 
exhausted (and deactivated). Treasure Maps requires an action 
to use (which also allows the Scout to perform a search action), 
but the others can all be activated at any time, even if it is not 
the Scout’s turn. Two or more of these powers can be used 
simultaneously for cumulative effect (but all of them that are 
active at the end of the round will be exhausted). 


In the unusual event that the Scout moves after activating one 
or more of these powers, they remain in the location where they 
were activated, but nothing stops the Scout from activating 
them again to effectively move them with her, if she wishes. 


Treasure Maps: The Scout gains the benefit from the active 
effect while performing the action for this power. 


Speed: Unlike most tactics, this card does not confer additional 
dice, but instead increases the result of a die. The Scout can still 
receive additional dice from other sources (such as Escape Routes). 


Escape Routes: In addition to providing an extra die on elude 
rolls, this power increases the maximum level of (GJ the Scout 
can reach via the hide action. 


Cross-Country: This action lets the Scout move 2 spaces. 
Since every location on the map is within 2 moves of every 
other location, this potentially allows the Scout to move anywhere 
on the map, but remember that blights like Curse, Webs, 
or Flux Cage can harm her just by being in the location she 
passes through on the way to her final destination. 


The Scout cannot perform actions (even free actions) in the middle 
of Cross-Country, but she may use “at any time” effects (see 14.3.2), 
such as activating Secret Paths or trading items with other heroes. 


Blind Spots: This card provides the full benefits of a standard 
hide action (gain and refresh powers), and can be augmented 
by Escape Routes just like a regular hide action. But afterwards, 
the Scout may also raise the (GJ of one hero at her location toa 
value equal to her own (GJ (including any Gshe just gained from 
hiding). This action may not be used to lower another hero’s Gj. 


Trailblazer: This card affects heroes at adjacent locations, 
but does not directly benefit the Scout at all. Adjacent heroes 
may travel to the Scout’s location (following the usual rules for 
that action, including Gi gain) without using up their action 
for the turn. This ability can only be used during the action 
step of the traveling hero’s turn, but can be either before or 
after their regular action (as normal for free actions; see 8.0). 


The Seer 


The Seer has the ability to bolster allies anywhere on the map, 
making her a versatile support hero. Her knowledge of the 
future can also be used to reduce reliance on luck. 


Prophecies: Prophecy of Fortune, Prophecy of Forks, Prophecy 
of Safety, Prophecy of Sanctuary, and Prophecy of Doom can all 
be used at the start of any hero’s turn (including the Seer herself). 
They do not cost an action to use, but are exhausted, preventing 
them from being used again until they can be refreshed. 
Prophecy of Doom can be used to predict and influence the 
Necromancer’s next movement, while the others all provide a 
benefit to the current hero for the remainder of the turn. 


It is possible to use several Prophecies simultaneously on the 
same hero. 


Remember that Prophecies must be used during the start 
step of the recipient's turn, and therefore you must decide to 
use them before drawing an event card for the turn. 


Since the Prophecies are bonuses, if there is a Corruption blight 
at the Seer’s location, she cannot use any Prophecies (even if 
there is no Corruption at the location of the recipient hero). However, 
as long as there is no Corruption at the Seer’s location, she can 
use her Prophecies on any hero (even if there is a Corruption blight 
at the target’s location). 


Prophecy of Forks: This Prophecy gives the recipient a choice 
of cards whenever they draw cards. For instance, during their 
event step, they can draw 2 events and choose which to resolve; 
if they make a successful search action, they may draw an 
extra map card and choose which result to keep; if they open 
a treasure chest, they take 2 power cards from their deck and 
then return 1 to the bottom (and if they receive a supply cache, 
they get a choice of 3 cards). 


Prophecy of Safety: This Prophecy allows the recipient to 
ignore any instructions causing them to spend or lose 4 
during the current turn, while still accruing any benefits they 
would normally have gained in the process. For instance, if the 
hero receives a $¥, they can escape death without needing to 
spend 4; similarly, the Crusader can use cards such as Wrath 
or Providence without needing to spend any 4M on them. 


Prophecy of Sanctuary: This works similarly to Prophecy of 
Safety, but for Gjinstead of GM. 


Dowse: This action works like searching, except that you succeed 
automatically without rolling. 


Foreknowledge: This power gives the Seer a choice of which 
event to resolve. If there is an Omen blight at her location, 
she can choose the order to resolve them (but probably wants to 


resolve Foreknowledge last, meaning she will draw 2 events, discard the 
one with the lower fate, then draw a third event and discard one of her 
choice before resolving the remaining event). 


Prediction: When using Prediction as an action, the Seer rolls 
two dice and places them on the card, saving their result. If she 
uses it again, she keeps the dice already on the card, and adds 
two more. 


Any time the Seer makes a die roll (of any kind), she can choose 
to use all of the saved results from Prediction instead of rolling 
normally. 


When using saved dice from Prediction, the amount of dice 
saved overrides the number of dice the Seer would normally 
be entitled to roll (whether it is more or less). She cannot roll 
additional dice from any source. However, she can still change 
the results of the dice with, for example, a Holy Relic. 


i = x 
- 5 


Example: The Seer attacks the Necromancer, using her saved 


Prediction results of 6 and 4. The Holy Relic she carries adds 1 to 
her highest die, converting the 6 into a 7, allowing her to defeat 
the Necromancer. 


Example: The Seer uses Prediction and rolls a 4 and a3, saving 
them on top of the Prediction card. 


Next turn, the Seer uses Prediction again, rolling a 5 and a3. 
The Prediction card now has a total of 4 dice, with the results 
5, 4, 3, and 3. 


Example: The Seer prays, and uses her saved Prediction results 
of 5, 4, 3, and 3. Following the rules for the pray action, she gains 
1 £3 (up to default) for each die that rolls a3 or higher, allowing 
her to raise her &y from o to 4. She then clears all of the dice off 
the Prediction card. 


The Shaman 


The Shaman can call upon Totems that have powerful effects 
but require multiple actions to use. 


Totems: Dove Totem, Firefly Totem, Rabbit Totem, Hippogriff 
Totem, and Hydra Totem all require an action to activate, 
and then a second action (while they are active) to trigger their 
primary effect. The Shaman does not need to be at the same 
location as the Totem to perform the second action. 


The Shaman may still perform the first action while the Totem is 
active; this has the result of moving the Totem to the Shaman’s 
current location. 


Dove Totem, Firefly Totem, and Rabbit Totem each generate 
resources based on the number of successful dice and allow 
the Shaman to divide those resources as she chooses among 
heroes at the affected location. 


Hippogriff Totem allows every hero to move any distance 
either to or from the Totem’s location. Each hero may choose 
separately whether to move or not, and, if moving from the 
Totem’s location, where to move to. 


Hydra Totem destroys blights in the affected location based on 

the number of successes rolled. All types of blights are equally 
difficult to destroy with this power; the blight’s might score has 
no effect. The Shaman does not suffer blights’ defenses even if 
the Totem fails to destroy them. 


Balance: This bonus lets the Shaman roll an additional die on 
all rolls made as part of an event. This includes fighting and 
elusion rolls made against event cards, rolls to determine the 
location of a new quest, and also rolls where the card simply 
says “roll X dice.” 


Balance also increases the maximum level of jthe Shaman 
can attain from using the standard “hide” action (from the 
usual limit of's up to the Shaman’s default QJ, which is normally 7). 
She still only gains 1G} from each hide action, but this allows 
her gi to increase even if she already has 5 or 6. 


_Spirit Sight: This power allows the Shaman to peek at one map 
card and “save” it for a future occasion. Whenever any player 
would draw a card from the Map Deck, the Shaman may return 
her “saved” card so that they draw it immediately; however, 
she must decide whether to use it before seeing the card they 
would draw. Spirit Sight can only “save” one card at a time, 
so the first card must be returned to the Map Deck before a new 
one can be “saved.” 


Once a map card has been placed on Spirit Sight, the only 
way to get rid of it is to return it to the top of the Map Deck 
(for instance, she cannot discard it). This means that if you use 


Spirit Sight again before any map cards have been drawn, 
you will get the same card again. 


If Spirit Sight becomes exhausted, it keeps any map card that 
is already on it, and that map card cannot be returned to the 
deck until Spirit Sight is refreshed. 


Spirit Walk: Using this power moves the Shaman to any 

location, then moves her back after the current turn. Though 
the movement is temporary, the Shaman is still moving, and 
experiences any relevant effects (e.g., losing Gg when entering a 
location with a Curse). It does not need to be the Shaman’s turn 
to use Spirit Walk; for example, she could use it when another 
hero is wounded to move to their location and use Spirit Shield 
to protect them, or during the Necromancer’s turn after being 
detected to lead him towards the location of her choice. 


Note that the Shaman is only moving, not performing a 
travel action, and therefore does not normally gain iS) when 
using Spirit Walk. 
—_— 


Spirit Shield: This card allows one hero at the Shaman’s location 
(including the Shaman herself} to avoid spending or losing for a 
single source by exhausting the card instead. This can be used to 
effectively block a & or to pay for another effect requiring Gy, 
such as the Crusader card Wrath or the Rogue card Stealth. Ifa 
hero is instructed to lose 4 and they do not have any, they may 
still ignore the effect even if Spirit Shield is available. 


Spirit Surge: This card can be exhausted to let the Shaman 
perform two Totem-related actions for the cost of one. 
The first action can either be to activate a Totem or to “set off” 
an already-active Totem, but the second action can only be to 
activate a Totem (therefore, Spirit Surge cannot be used to activate a 
previously-inactive Totem and then immediately set it off). 


The Tamer 


The Tamer can spend an action to simultaneously use an 
animal’s special talent and also ready that animal to doa 
further effect at a later time. 


Tame Powers: These powers (Tame Boar, Tame Sylph, Tame 
Magpie, Tame Nightingale, and Tame Unicorn) can each be used 
as an action to gain some immediate effect and also activate 
themselves. However, they have no inherent active effects, 
so activating them does not accomplish anything except when 


another power interacts with them. The Tamer has several other 
powers that benefit from an already-active Tame power, usually 
deactivating it in the process. 


Tame Magpie: In addition to being a Tame power itself, this card 
allows you to deactivate Tame powers in exchange for sparks 
when using its action. Since Tame Magpie activates itself as part 
of its action, the Tamer could immediately deactivate it for a 
spark as part of the same action. 


Stalk: If no Tame powers are active, fighting with Stalk is no 
better than fighting without a tactic; however, it allows you to 
deactivate any number of your active Tame powers in order to 
apply their Pounce effects to this fight roll. 


This is the only way to use the Pounce effect from any 
Tame power. 


Perform: This power allows you to utilize the Trick effects from 
your active Tame powers, at the cost of deactivating each power 
you use in this way. If you wish, you can use the action of a Tame 
power to activate it and then immediately deactivate it to also 
use the Trick. 


This is the only way to use the Trick effect from any Tame power. 


Menagerie: This power allows you to use the action effect of 
an active Tame power and also perform another action in the 
same turn, at the cost of deactivating the Tame power you use 
in this way. 


If you wish, your free action could be to use Menagerie again 
on another active Tame power, or to use the same (now inactive) 
Tame power normally (thereby activating it again). 


Migration: This card provides two different special actions: 


One action allows the Tamer to activate any Tame power while 
simultaneously traveling. This merely activates the power and 
does not provide the benefits the Tamer would normally receive 
when using that Tame power as an action, but means the power 
can be activated “for free” if the Tamer was going to travel 


anyway. 
The other action allows the Tamer to travel and also perform 
another action on the same turn at the cost of deactivating any 


active Tame power. No effect printed on the Tame power is used, 
so it does not matter which Tame power is deactivated. 


If the Tamer already has (at least) one active Tame power, these 
two actions could be combined in a single turn to travel twice 
(using the bottom effect first to deactivate a Tame power and travel, 
then using the top effect to travel a second time while reactivating the 
same Tame power). 


Distraction: This tactic is more effective if you have at least one 
active Tame power when you use it. It does not deactivate any 
cards. It does not gain any additional benefit from multiple 
active Tame powers. ; 


Whip: Using this tactic allows you to activate one of your Tame 
powers without spending an action. You do not get the action 
effect of the Tame power when activating it in this way; it just 
becomes active. 


Successive uses of Whip within a single turn do not activate 
any powers, and so are no better than fighting without a tactic. 


Wild Empathy: This power also allows the Tamer to activate 
one Tame power “for free,” but in this case after failing a search 
roll. Again, this does not provide the full effect of the Tame 
power’s action, it merely activates it for other powers to use. 


fights with her Stalk tactic for a base of 1 die and also deactivates 
Tame Boar for a Pounce effect of +3 dice, giving her a total of 4 dice 
on her fight roll. 


The Tinker 


The Tinker utilizes a varied array of Gadgets that provide both 
immediate and ongoing effects. 


Gadgets: Most of the Tinker’s powers are Gadgets. Each Gadget 
can be used as an action to gain some immediate benefit and 
also activate the Gadget; once active, each Gadget provides 
some beneficial passive effect until a certain condition is met, 
which deactivates the Gadget. 


The Tinker can choose to use the action of an already-active 
Gadget if he wishes. It is possible to have multiple Gadgets 
active at once. 


The Tinker’s other powers can be used to modify how Gadgets 
work. Notice that none of these powers count as Gadgets 
themselves, and therefore cannot be used on each other. 


Accelerator: This lets the Tinker use a single Gadget’s action 
twice in a row, but he must deactivate and exhaust it afterward, 
so he will not get the passive benefit and will not be able to use 
it again until it is refreshed. 


Amplifier: This lets the Tinker roll additional dice while using 
a Gadget. 


Clockwork Trigger: This lets the Tinker use two different 
Gadgets in a row, after which he exhausts them but does not 
deactivate them. This means the Gadgets become suppressed 
(see 14.2). 


Pre-Igniter: This can be exhausted to activate a Gadget without 
“using its action. The Tinker does not gain the benefits of the 
Gadget’s action, but this allows him to gain its passive benefits 

without spending an action on it. 


Panic Button: This can be exhausted to activate all Gadgets. 
Like Pre-Igniter, it does not give the benefits of the Gadgets’ 
actions, but only enables their passive benefits. Unlike 
Pre-Igniter, Panic Button takes an action to use, but activates 
all of the Tinker’s Gadgets simultaneously. 


The Valkyrie 


The Valkyrie has several powers that passively benefit all heroes, 
regardless of location, and also several powers that are enabled 
when she receives ZI 


Global Effects: Elusive Spirit, Vigorous Spirit, Ambitious 
Spirit, Close to Hand, and Cheat Death all provide advantages 
to all heroes in the game, regardless of their locations. 


Because these powers are bonuses, they are nullified if there is a 
Corruption blight in the Valkyrie’s location; however, Corruption 

blights at the locations of other heroes do not interfere with their 

function. 


Elusive Spirit: This power makes all heroes more difficult for 
the Necromancer to detect, making it less likely he will move 
towards them. However, its use is optional (for each hero), so if 
you would prefer to catch the Necromancer’s notice, you may 
still do so. 


Vigorous Spirit: This power increases all heroes’ default GX, 
which has no immediate impact on their current GY, but 
increases the maximum value they can attain through the 
pray action and certain other effects. It also ensures that any 
hero who is below their default G2 will receive at least 1 Gu 
from each pray action, regardless of their die roll (but they may 
still receive more than 1 if they roll well). 


Ambitious Spirit: This power allows all heroes to spend their 
own &Was if it were sparks, gaining additional dice on their 
rolls (or triggering any other effect that requires the expenditure 
of sparks). However, regardless of how much Gj they have 
available, each hero may use this ability no more than twice 
per turn. 


Close to Hand: This power allows heroes to ignore distance 
when exchanging items. However, an item that has already 
been used cannot be traded until the carrier’s next turn, 
as normal (see 15.1). 


Cheat Death: This power allows any hero to choose to lose a 
turn instead of losing their life. As long as this power remains 
in effect, no hero can die unless they choose to. 


When a hero suffers a & they can choose to lose a turn instead 
of spending GX, even if they still have & available to spend. 


Remember that “losing a turn” is not cumulative (see 13.3), so if 
you suffer several Sin a single round, you can avoid them all by 
losing only a single turn. Additionally, if you are already losing 
a turn for some other reason (such as a Webs blight), you can 
effectively ignore all & received on the same turn “for free.” 


Activated by Wounds: Visions of Death, Rich in cae and Swan 
Song all activate when the Valkyrie suffers aS. This makes 
their benefits available to use one time, after which they are 
deactivated and cannot be used again until the Valkyrie suffers 
another ZI 


Swan Song: The bottom effect on this card, labeled “Active 
Action,” may only be used while the card is active, but also 
costs an action to use. 


Sprout Wings: Activating Sprout Wings requires an action; 
once it is active, using it to move does not. You can activate it 
and then use it immediately if you wish, or you can activate it 
and then save it for a future turn. 


Additionally, Glide is more effective while Sprout Wings is active, 
and Death From Above is more stealthy on the turn that you use 
Sprout Wings to move. 


The Wayfarer 


The Wayfarer has powers that are energized by travel, requiring 
him to periodically move to new locations in order to use them 
again. He also has powers that reward him for being in certain 
locations. 


Activated by Travel: From the Blue, Spirit of Discovery, 

Souvenirs, Traveler’s Luck, and Passing Through all activate after 
the Wayfarer travels, after which each of them may be used once, 
and then must be re-activated before being used again. Notice 
that these powers only activate after “traveling” (an action that 
involves movement and secrecy gain; see 8.0); effects that merely allow 
the Wayfarer to “move” will not trigger them. All of these powers 
may be activated simultaneously from a single travel action. 


Note that the travel action requires movement to an adjacent 
location, and thus the Wayfarer can never activate these powers 
while remaining in place (though he could, of course, use a second 
action to travel back to his previous location). 


Thither and Yon: This special action allows the Wayfarer to 
travel (conferring all the normal benefits, including activating the 
powers mentioned above), but first refreshes any of his exhausted 
powers and allows him to ignore the effects of blights for the 

remainder of the current turn. If this card is available, he should 
essentially always use it instead of the regular travel action. 


Guiding Star, Walkabout: These powers both move to a random 
location at the start of the Wayfarer’s first turn after acquiring 
them, and then remain in that location until the Wayfarer fulfills 
their conditions for a benefit. 


You can easily randomize their location by using the system for 
determining a quest’s location — rolling a die and comparing to 
the Necromancer’s movement numbers for the Village (see 16.1). 


Good Samaritan: If the Wayfarer travels to a location containing 
a quest card, and that quest card has the “Action” label, 
the Wayfarer may immediately perform that action once for free 
(despite having already spent an action traveling). If that action 
involves a die roll (including a fight or elude roll for a combat), he also 
rolls 1 more die than he otherwise would. 


If a quest does not have the “Action” label on its instructions, 
then Good Samaritan provides no benefit with regards to 
that quest. 


The Wind Dancer 


The Wind Dancer receives randomized advantages each time 
she uses her powers. 


Wind Dice: Many of the Wind Dancer’s power cards instruct 
her to roll “wind dice;” roll the indicated number of dice, look up 
their results on the “wind” list at the bottom of the card, 

and apply the effects for each number you roll (if-you roll the 
same effect more than once, apply it once for each time you rolled it). 


Rolling wind dice is considered a die roll, and can be augmented 
by sparks (see 4.2) or other effects that improve die rolls. It is 
separate from any other die roll involved in using the power. 


The Wind Dancer's other power cards can be used to modify 
or augment her wind dice rolls in various ways. 


Wind Dance: This special action allows the Wind Dancer to 

pre-roll dice and save them for future wind dice rolls. The saved 
dice can be used together on a single roll, or separately on 
different rolls, and are in addition to any wind dice that would 
otherwise be rolled. Each saved die can only be used once. 


The Wind Dancer can spend a second action on Wind Dance 
-to roll and save more dice, but if she does so, any previous dice 
that have not been used are lost. 


Cyclone: When the Wind Dancer first receives this power, 
she rolls a die and saves it (with its result) on this card. 
(If some effect lets you roll extra dice, choose one of the dice to save.) 


From then on, every time the Wind Dancer rolls wind dice, she 

has the option to swap one of the rolled dice with the saved die 

on Cyclone. This does not change the total number of dice used 

(since she adds one die but removes another), but gives more choice 

over when to use each result. Swapping a die with Cyclone is 
-optional. ’ 


Example: The Wind Dancer enters a combat and uses the Gale 
tactic. First she rolls one “wind die” and gets a3. Then she makes a 
fight roll with 1 die. Due to the wind die’s effect, if that die comes up 


Example: The Wind Dancer uses Gale again, but this time some 

other effect gives +2 dice on the wind dice roll, so she rolls 3 wind 

dice and gets 6, 6, and 4. Then she makes a fight roll with 3 dice 

(1from Gale and + 1 from each 6 she rolled on the wind dice) and 
) adds 1 to the highest die (from the 4 on the wind dice). 


ON 


The Wizard 


The Wizard controls Runes with map-wide ongoing effects. 
He also has many powers that exhaust when used. 


Runes: Rune of Nullification, Rune of Clairvoyance, Rune of 
Conductance, Rune of Interference, and Rune of Misdirection 
can each be activated as an action. Activating one Rune 

deactivates all other Runes, so only one Rune can be active at any 
given time. Each Rune provides a different benefit while active. 


Rune of Nullification: This Rune requires the Wizard to choose 
a specific type of blight while activating it (such as “Skeletons” 
or “Desecration”). The chosen type of blight has no effect while 
the Rune is active (for instance, Skeletons blights will not cause 
combats at the end of a hero’s turn, or Desecration blights will no 
longer raise the Darkness level each round). The blights still exist, 
they count towards the number of blights in the location, 
they can be attacked, and they still apply their defense if attacked 
unsuccessfully (see 12.1); only their main effect is blocked. 


By spending another action, the Wizard can reactivate Rune 
of Nullification and choose a new type of blight to affect, 
but it can only affect one type of blight at a time. 


You may find it helpful to place a blight token of the chosen 
type on top of the card as a reminder. 


Rune of Clairvoyance: This Rune both provides information 
(looking at an upcoming card) and allows deck manipulation 
(returning that card to either the top or the bottom of the deck). It can 
be used on any deck in the game (events, quests, powers, map cards, 
darkness cards, etc.), but only one deck each turn. 
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Rune of Conductance: This Rune gives every hero the option 
to earn a spark at the start of each turn by exhausting any 
one of their power cards (including powers that are not normally 
exhausted when used; see 14.2). This applies to each hero separately, 
so potentially all 4 heroes could gain a spark from Rune of 
Conductance in the same round (though each of them would 
need to exhaust a separate power). The spark does not need 
to be used immediately and may be saved until needed 
(but remember that each hero can only have 3 sparks at a time; see 4.2). 


Rune of Interference: This Rune gives a 1-in-6 chance to destroy 
each new blight the moment it is created, effectively reducing 
the average number of blights that will be created over time. 


If there are already 4 (or more) blights in the Monastery and a 
new one is being created there, Rune of Interference will not 
trigger in time to save the game. 


Rune of Misdirection: This Rune allows the Wizard to roll 
for the Necromancer’s movement, using multiple dice and 
choosing one result. Remember this die roll determines which 
heroes the Necromancer detects, where he moves if he does not 
detect anyone, and also whether or not certain darkness cards 
are triggered, so there may be many factors to consider when 
choosing which result you want. 


Normally, the Necromancer’s movement roll is made by the 
Necromancer, and cannot be affected by most hero powers. 
However, Rune of Misdirection allows the Wizard to roll 
for him, which allows the Wizard to use sparks, charms, 
or other dice-manipulating effects on the roll. 


Lightning Strike: This tactic lets the Wizard fight with 3 dice. 
Its use is limited by exhaustion, but it is only exhausted if 
the fight roll is a success, so if the Wizard tries to use it but 
fails, he can try again without resting. 


Invisibility: Using this tactic makes it active, and it gives +2 dice 
on elude rolls while active (which typically means the Wizard will 
elude with a total of 3 dice). It remains active after the combat and 
can provide its benefit for multiple combats. 


Invisibility is deactivated and exhausted if the Wizard fails a 
combat or uses a different tactic (such as Lightning Strike). The 
Wizard can still fight while Invisibility is active, but Invisibility 
provides no advantage when fighting (so the Wizard will typically 
only roll 1 die), and if he fails the fight roll the Invisibility will end. 


Divination: This power allows the Wizard to search both more 
effectively (more dice) and at a different location (if he wishes). 
The search difficulty and search results are both determined 
based on the location the Wizard chooses to search, but whatever 
he finds (if anything) appears in his possession immediately. 


Arcane Energy: This power allows the Wizard to refresh all 
of his other powers, effectively letting him use everything a 
second time before resting. 


fe Artifacts In Detail 


Aegis: This artifact may be exhausted in lieu of dying or losing 
aturn. Remember that spending 4 to avoid dying froma < 
is optional (see 13.5), so Aegis can be exhausted to “block” a SY 
even if you have G3 left. 


Black Pearl: Black Pearl can be used for an additional action 
during your turn, even if something else would already allow 
you to perform extra actions, but Black Pearl itself cannot 
provide more than 1 extra action on any given turn. This extra 
action can only be used during the action step of your turn. 
You do not have to use the extra action from Black Pearl; if you 
do not use it, you do not lose a turn. 


Recall that an item you have used cannot be traded or stored 
until your following turn; since using Black Pearl causes you 
to lose a turn, that normally means you will not be able to pass 
it on until two rounds have elapsed. 


Remember that losing a turn has no additional effect if you 
are already losing your next turn, so the extra action from the 
Black Pearl is effectively “free” if you are going to lose a turn 
anyway (e.g., as a result of leaving a location with a Webs blight). 


Fellowship Band: Swapping positions with another hero 
means that each of you moves to the other’s location (this can 
trigger Curse blights for either or both of you, and does not normally 
allow either of you to gain (3). 


Key of Opportunity: Making a roll for this artifact counts as 
using it (making it unavailable to trade until your next turn; see 15.1), 
even if you choose not to move. 


Prophecy: Making a search roll while you have this artifact 
counts as using it, unless you declare before rolling that you 
are not using it (similar to a Holy Relic; see 15.2). If you choose 
a search result from a different location, you do not get the 
normal search result. 


If you roll multiple successes on a search roll while using 
Prophecy, you still only choose one search result in total, 
and Prophecy’s ability to choose results from a different location 
only applies to one card for each 6 rolled. 


ak 


Example: The Channeler has the Prophecy artifact and searches 
the Mountains with 2 dice, rolling a 6 and a5. She draws 2 map 
cards, and may choose to receive any search result on the first card 
or the search result for the Mountains on the second card. { 
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Quill of Creation: Making a prayer roll while you have this 
artifact counts as using it, unless you declare before rolling 
that you are not using it (similar to a Holy Relic; see 15.2). 


Starry Veil: Allows you and all heroes at your location to discard 
and redraw any event with a fate of 5 or more (‘fate”is the number 
in the top right corner of the event card; it gives a rough measure of how 
bad the event is). 


If the new event card also has a fate of 5 or more, you can discard 
it and redraw again if you wish (and so on). 


Void Armor: While using this artifact, you may choose to resolve 
any effect as if the Necromancer were not in your location, 
even when he is. This means you can avoid losing Gat the start 
of your turn or combating him during your event step, and may 
continue using effects that would not normally function at 


his location, such as the Druid’s Sprite Form. You may choose 
separately for each of these effects whether to ignore it or not. 


Weeping Ring: This is a movement, not a travel action. You may 
not refresh a power unless you move to the wounded hero’s 
location (or are already at that location). You cannot use the 
Weeping Ring if you are the hero being wounded. 


Winged Boots: This is only a movement, not a travel action. 
This artifact may be used at any point during your turn. 


Blights In Detail 


Decay: This blight does not prevent acquiring, trading, storing, 
or retrieving items, but items have no effects. For example, 
treasure chests cannot be discarded to draw power cards, keys 
cannot be discarded to retrieve a relic, and relics neither cause 
heroes to lose Gj nor improve their fight rolls. Keep in mind 
that artifacts are also items. Since both methods of winning 
the game require Holy Relics, it is not possible to win while a 
Decay blight is in effect: You will need to destroy it or somehow 
neutralize its effect. 


Gate: Recall that normally the Necromancer moves one step 
towards the closest hero he detects. The existence of a Gate 
blight anywhere on the board allows the Necromancer to treat 
all locations as equidistant: If he detects multiple heroes, he will 
choose among them at random without regard for distance, 
and then move directly to the location of the chosen hero 
(also regardless of distance). This means the Necromancer may 
move to a distant hero even if he detects a hero at his current 
location. 


Each Gate blight also adds 1 to the Necromancer’s movement roll 
for purposes of determining which heroes he detects. If he still 
does not detect any heroes, this has no effect on his movement: 
Follow the arrow on the map for the original number he rolled. 


Ifa player is controlling the Necromancer (using optional rule 20.3), 
the Necromancer still chooses which detected hero to pursue, 
but he treats all locations as adjacent (even if he does not detect 
any heroes). 


Nexus: This blight prevents all blights on the entire board 
from being destroyed, except for blights at the Nexus’ own 
location. It is similar to a Shroud blight, except for the locations 
it affects. 


There is only one Nexus token in the game, so there will never 
be a situation where 2 Nexus blights at different locations 
protect each other. A Nexus could be protected by a Shroud, 
in which case you will have to destroy that Shroud first and then 
the Nexus before you can destroy blights at other locations. 


Stigma: This blight has no immediate effect on heroes’ & when 
it enters play, but it reduces their default 4X, which will limit 
the amount of (they can recover from many sources (such as 
by praying). 

There is no minimum value for default 4; when 2 Stigma 
blights are in play, many heroes will not be able to gain any 4 
at all from prayer. 


Terror: Each Terror blight at a location gives heroes an extra 
die on their rolls, but forces them to discard their highest 
result (leaving them with their original number of dice again). 


Players are always entitled to a minimum of 1 die result, 

regardless of all penalties to number of dice; therefore, the extra 
die granted by Terror blights cannot be taken away by penalties 
(such as an Unholy Aura or Evil Presence blight), because that 
would leave no dice remaining after ignoring the highest. 


Void: The Void counts as 2 blights (instead of 1) when anything 
depends on the number of blights in the location. For instance, 
if you draw an event card that counts the number of blights in 
your location, the Void counts as 2 blights. More importantly, 
if anything causes a new blight to appear in the Void’s location, 
the Void counts as 2 blights for determining whether it should 
appear at the Monastery instead (thus, a Void and z other blights, 
or 2 Voids, will cause new blights to appear at the Monastery instead). 


This means that there may occasionally be “5” blights at a single 
location (¢.g., if a Void is created in a location that already had 3 blights). 
If any effect depends on the number of blights in such a location 
and does not list a result for 5 blights, apply the result for 4 blights. 


Voids have no additional effect beyond counting as 2 blights. 


Despite counting as 2 blights, a Void can be attacked and 
destroyed in the same manner as any other blight (note its 
might of 7, however). 


Webs: Any hero leaving a location with a Webs blight loses a turn 
(see 13.3). This occurs even if the hero leaves via extraordinary 
means, such as a Waystone item or the Blink event. 


Wraiths: Wraiths function exactly like Skeletons, except that a 
hero who fails to defend against them must spend 2 4s (rather 
than 1) to avoid dying. For any cards that respond to spending 
©X, this counts as a single incident of spending 2 Gy, not as 
spending 1G twice. A hero that does not spend Gy only dies 
once. This still triggers any cards that react to SZ. 


Darkness Cards In Detail 


This section discusses the workings of several of the darkness 
cards in greater detail. 


All-Seeing Eye: This only applies during the event step of a 
hero’s turn, not when another game effect causes them to 
draw an event. 


Banishment: If the Acolyte has exhausted the Gloat, False Life, 
or Leech Life cards, he cannot move to the Monastery and so is 
unaffected by Banishment. 


Cursed Ground, Last Gasp: Blights destroyed by event cards 
(such as Upheaval or Desperate Bargain) are not considered to be 
destroyed by a hero, but any blight destroyed by a hero action 
or power card (including blights the Necromancer sacrifices when 
defeated) are considered destroyed by that hero. 


Defiling Touch: Per the usual timing rules, heroes may choose 
the order to resolve simultaneous effects, and so will probably 
choose to suffer the & from defeat before losing all their G2. 
This means you can typically survive a single failed combat 
against the Necromancer, but usually not more than one. 


Doom: If the Necromancer draws this card during his turn, 
it will not activate sooner than his following turn, and so the 
heroes typically have two full rounds after it comes out to try to 
clear the Monastery. However, if something raises the Darkness 
level during a hero’s turn and causes the Necromancer to draw 
this card, then it could activate in the same round. 


Dying Land: This takes effect even if the Necromancer remains 
in the same location, or if his movement is controlled by some 

“hero’s ability. It does not take effect if he is moved during one 
of the hero’s turns. 


Encroaching Shadows: The blight created by this card is 
in addition to any other blights the Necromancer would 
normally create. 


Hidden Tomb: This has higher priority than all other things 
that can normally happen when the Necromancer loses a fight. 
He will not sacrifice blights from his location or cards from 
his Pall of Suffering unless he is already in the Swamp. 


Honor Guard: Blights on this card do not count towards the total 
number of blights in the location when deciding whether a new 
blight should be created in the Monastery instead. However, they 
still produce their usual effects in the Necromancer’s location, 
can be attacked and destroyed as if they were in that location, 
can be sacrificed by the Necromancer if he loses a fight, and count 
towards the number of blights in the location for event cards. 


Overwhelm: A newly-created Void blight counts as “the fourth 
blight’ if there were either 2 or 3 blights in that location previously. 


Paralyzing Fear: The prohibited action cannot be taken as part 
of using a power card, but power cards that involve that action 
may still be used for their other effects. For example, if the die 

roll is a 6 (preventing traveling), then the Crusader could still 
use his Seraphic Wings power to gain 4s and/or remove a z 
marker from a quest, but cannot travel while using it. 


Soul Leech: A hero that rolls multiple dice (but still fails) takes 
the Sas usual if any of the dice roll 5 or higher; the blight is 
created only if all the dice roll 4 or lower. 


Mysteries In Detail 


Ancient Riddle, Battle Site, Buried Secrets, Defiled Shrine, 

Sage’s Hut, Spies’ Guild, The Vaults: When rolling for these 
cards, any die that rolls greater than or equal to the lowest 
reward that has not been obtained on a previous attempt 
counts as a “success” (for cards that count your successes, such as 

Vanish). If an effect gives you an automatic success (as with 
the Nymph’s Earth Meld), you gain the lowest reward that has 
not been previously obtained. 


Bastion: If there happen to be no blights in the Castle when 
you draw this mystery, you complete it immediately. 


Coded Journals: A hero in the same location as this card 
may spend an action to hide (with all the usual effects) and 
simultaneously gain one 4. This may be done as many 
times as desired. 


Extinguished: Every time a blight in this card’s location is 
destroyed, if there are no other blights in this card’s location, 
the destroyed blight is placed on this card. There is no limit 
to the number of blight tokens that could be on this card 
simultaneously. 


Placing a blight token on this card does not destroy any existing 
blights of that type, but means that any blights of that type 
that are created in the future (at any location) will be destroyed 
instantly. 


Pray for Guidance: Ifa hero rolls multiple successes on a prayer 
roll, but their default GM prevents them from actually gaining 
more than one, then they do not gain 4 from this card. 


The additional GW from the Priest’s Blessing of Faith can be 
used to trigger this card (again, unless your default && prevents 
you from actually gaining it). 


The Trials: Using this card only costs 1 action no matter how 
many event cards you end up drawing (you experience all penalties 
inflicted by the event cards, however). 


